OPEN GLOSSARY 


The following is a list of terms commonly used in fantasy 
roleplaying games. These are restricted to characters, settings, 
adventures, and players, and exclude references to specific systems 
and mechanics. Your system of choice may use synonyms to describe 
some of these concepts. 


PUBLIC DOMAIN 


This glossary was developed for use in  system-neutral 
sourcebooks published by Lightspress Media, but has been released 
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Advancement (game element) How a player character gains new 
abilities or improves existing ones within a tabletop roleplaying 
system. 


Adversary (character type) A character opposes the player 
characters and their goals. They can take many forms like a person, a 
guild, or a creature. Their role is to create conflict and tension for the 
player characters and drive the plot forward. 


Alien (adversary type) An alien is unnatural in appearance and 
behavior and often has strange abilities, such as the ability to warp 
space or to read minds. They are immune to many types of magic and 
considered to be a threat to civilization. 


Automata (adversary type) An artificial creature created through 
magic or mechanical engineering. They are typically immune to 
poison, disease, and mind control. They don't eat, breathe, or sleep. 
Automata are often used as guards or assistants by powerful Mages or 
Engineers. 


Berserker (profession) The fantasy roleplaying berserker comes 
from Old Norse folklore, with touches of Robert E. Howard’s Conan of 
Cimmeria thrown into the mix. They can place themselves into a 
trance-like state of rage, which temporarily grants them superior 
abilities. 

Bronze Age World (setting type) A setting featuring a world 
similar to the ancient civilizations of the real-world Bronze Age, such 
as the Egyptians, Sumerians, Mycenaeans, or the Hittites. This 
typically includes elements like complex societies, a focus on 
agriculture and trade, a pantheon of gods and goddesses, and rich 
mythology and folklore. 


Burglar (profession) The roots of the burglar as a fantasy 
profession come from J.R.R. Tolkien's Bilbo Baggins, Fritz Leiber's The 
Gray Mouser, and Jack Vance's Cugel the Clever. They are sneaky and 
stealthy, good at fighting dirty and getting into places they do not 
belong. 


Chaos (stance) Characters and creatures with a chaotic stance are 
often portrayed as unpredictable and lacking structure or 
organization. They may act according to their desires and impulses, 
rather than adhering to rules or laws. Chaotic beings may be more 
likely to fight against authority and resist attempts at being controlled. 


Cozy Fantasy (genre) A subgenre of fantasy that puts a focus on 
community, friendship, and comfort, often with a slower-paced, low- 
stakes narrative and a lack of dark elements. It depicts a world, often a 
small, idyllic village or town, where the characters know each other, 
and work together to solve problems and overcome challenges. The 
emphasis is on relationships and the sense of community the 
characters share. The setting is a mix of fantasy and everyday life, with 
a bit of magic, but not necessarily epic adventures or battles. 


Crew (game element) A crew refers to a group of player characters 
adventuring together, who work together to overcome challenges and 
achieve their goals. Depending on the series and setting, they might 
also be called a guild, team, company, band, or troupe. 


Cursed Object (magic) A cursed object causes negative effects on 
the person who possesses it or on those around it. The exact effects 
vary widely but include bad luck, illness, injury, or even death. Cursed 
objects are often depicted in literature, folklore, and popular media as 
being powerful and dangerous, and they are often sought after by 
characters who wish to use their power for their own ends. In some 
cases, they can be neutralized or removed by powerful magic or by 
fulfilling certain conditions, such as returning it to its place of origin or 
destroying it. 


Damned (profession) A character that gains supernatural power 
through a curse or willing pact with an otherworldly being. They can 
draw upon the power of a dark entity to fuel their abilities. 


Dark Fantasy (genre) A subgenre that emphasizes the darker, 
more disturbing, and terrifying aspects of fantasy. It features a world 
filled with darkness and danger, with a horror or gothic tone. The 
forces of evil are powerful, and the fate of humanity hangs in the 
balance. Storyline often deals with themes of death, loss, and the 
struggle against overwhelming darkness. Characters face moral 
dilemmas and difficult choices with a more mature tone. 


Demon (adversary type) Powerful supernatural entities opposed 
to the forces of good and order, and associated with chaos, 
destruction, and suffering. Demons are often said to reside in a realm 
separate from the mortal world. Some can possess individuals, control 
the elements, and cause disease. They tempt and corrupt mortals, 
leading them to commit sins and acts of evil. In many cultures, demons 
are associated with evil gods and work under their command. The 
depiction of demons varies depending on the culture and tradition. 


Disciple (profession) A fantasy martial artist specializing in 
unarmed conflict, the disciple has spent much of their life in physical 
practice and mental contemplation. Heavily inspired by a Westernized 
interpretation of Hong Kong action cinema and wuxia fiction, this 
roleplaying version of a Shaolin monk bears only a_ passing 
resemblance to its real-world counterpart. 


Dragon (adversary type) A mythical creature that appears in the 
folklore of many cultures around the world. They are portrayed as 
large, winged reptiles with sharp teeth and claws. In many stories, 
dragons are portrayed as fierce creatures that must be defeated by 
heroes, but in other stories, they are revered as powerful and wise 
beings. They are often symbols of power, wisdom, and order, but may 
also be seen as symbols of destruction, greed, and chaos. 


Dystopian World (setting type) A setting in a state of decline, 
decay, or war, often with oppressive control, limited personal 
freedoms, and a lack of resources. The world is depicted in a state of 
despair, with characters living in constant fear and struggle. These 
worlds are often ruled by powerful and corrupt villains and 
individuals are under constant surveillance. 


Enchanted (magic) An object that has been instilled with magical 
abilities, usable by the person that owns it. 


Engineer (profession) A character that specializes in magical 
engineering and the creation of enchanted objects, including weapons, 
armor, and assorted useful devices. They are also skilled in the use of 
these objects and can repair and maintain them. 


Evil (stance) Actions or motives that harm, oppress, or kill 
innocent creatures for personal gain are defined as taking the stance 
of evil. These beings may enjoy causing pain and suffering to others or 
may view the weak and innocent as expendable resources to be 
exploited. 


Faerie (adversary type) In folklore, a faerie or fairy is a 
supernatural being associated with nature and the natural world. 
They are often depicted as small, humanoid creatures with pointed 
ears, and are said to have magical powers. Faerie are known to be 
mischievous, tricky, and unpredictable, and can be helpful or harmful 
depending on their mood or the way they are treated. 


Familiar (character type) A familiar is a catch-all term for an 
animal supporting character. They are trained to assist in magic, and 
combat, or to perform other tasks. The familiar is under the control of 


the player during the game but must follow a set of rules. They are less 
powerful than a player character but can provide additional functions 
like tracking, carrying items, or reconnaissance. 


Gaslamp World (setting type) A world inspired by the Victorian 
era and the Industrial Revolution. Gaslamp fantasy depicts a world 
where steam-powered and clockwork machinery coexists with magic 
and fantasy creatures. They often include elements like a rigid class 
structure, airships, and magic or alchemy coexisting with technology. 


Giant (adversary type) In mythology, a giant is a supernatural 
being larger and stronger than ordinary humans. They are often 
associated with the forces of nature, and in many cultures are depicted 
as primal beings that existed before the creation of the world or the 
arrival of humans. Many myths and legends feature stories of gods, 
heroes, or demigods battling against giants and overcoming them. The 
depiction of giants can vary greatly depending on the culture and 
tradition, they can be portrayed as grotesque, monstrous creatures or 
as noble and wise beings. 


God (adversary type) A god is a being believed to have special 
powers or influence. The concept varies widely among different 
cultures and can include a single entity or a pantheon with different 
functions and characteristics. In some systems, gods are thought to 
have created the universe and to continue to be involved in the world 
in some way. 


Good (stance) Characters and creatures with a good stance are 
often portrayed as virtuous, compassionate, and moral. They may be 
more likely to help others, protect the innocent, and fight against evil. 
They are willing to make sacrifices to help others, believe in creating a 
better world, and will be less likely to harm innocent creatures. 


Guide (game element) A guide is a person who acts as the 
organizer, referee, and moderator for a tabletop roleplaying game. 
They are responsible for creating and maintaining the game world, 
including its rules, setting, and inhabitants, and for presenting 
challenges and obstacles for the other players to overcome. The guide 


also plays the roles of any supporting characters that the players 
interact with during the game. 


Guild (game element) A guild is a group with a particular belief 
system or Set of goals, objectives, and motivations. Players can choose 
to align themselves with a guild, and their actions throughout the 
game can earn them favor or disapproval with that group. 


Hermetic Magic (magic) Hermetic magic refers to a type of 
supernatural power not easily understood by ordinary people. It 
draws upon a deeper understanding of the fundamental laws of the 
universe and is typically depicted as being more intellectually based 
and requiring study and practice to master. 


Heroic Fantasy (genre) Heroic fantasy is a sub-genre focused on 
the adventures of powerful and skilled heroes who embark on epic 
quests to save the world from evil forces. These heroes often possess 
extraordinary abilities and can defeat monsters and overcome great 
challenges. The stories and settings tend to be larger than life, with 
themes of good versus evil, bravery, and self-sacrifice. 


Incantation (magic) An incantation is an effect created by a 
magic-wielding profession like a mage or priest. In fantasy roleplaying 
game systems, each incantation has a specific set of instructions that 
describes how to cast it, what it does, and what its effects are. 


Knight (profession) This concept originates from the Arthurian 
Knights of the Round Table, the paladins of Charlemagne’s court, and 
the historical Knights Templar. Subject to strict codes of conduct, they 
are nobles in military service to a political, religious, or cultural 
institution. Unlike ordinary soldiers, they can wield sacred magic to 
aid their cause. 


Low Fantasy (genre) A sub-genre focused on a more grounded 
and realistic portrayal of fantasy worlds, with less emphasis on magic, 
mythical creatures, and epic battles. The stories and settings tend to 
be more gritty and realistic, spotlighting survival, politics, and social 
issues. Characters are often everyday people, rather than powerful 
heroes, and their struggles tend to be more personal and down-to- 


earth. Worldbuilding tends to be more historically and culturally 
accurate, with a focus on the complexities of society, economy, and 
politics. 


Mage (profession) The Mage is an expert in all things hermetic, 
including magic. Their goal is to acquire knowledge of the 
supernatural or use it for some purpose. The _ roleplaying 
interpretation of the profession comes from Merlin of Arthurian myth, 
Tolkien’s Gandalf, and various characters from Jack Vance’s Dying 
Earth series. 


Medieval World (setting type) A fantasy world inspired by the 
Middle Ages, characterized by a feudal society with lords and vassals, 
castles and fortresses, chivalry and courtly love, and the presence of 
magic and mythical creatures. These worlds often depict a society 
where technology and science are limited, and most people live in 
small villages and towns, ruled by powerful lords and nobles. 


Megafauna (adversary type) This term refers to both extremely 
large creatures like dinosaurs and giant versions of ordinary animals. 
These creatures are typically not intelligent and are often used as a 
source of food, labor, or as a mount. Some can also be tamed and used 
as familiar. 


Megaflora (adversary type) Where a normal plant is rooted in one 
place, megaflora can move on their own. They are characterized by 
their ability to photosynthesize and their association with the natural 
world. Examples in fantasy roleplaying scenarios include giant 
mushrooms, giant Venus flytraps, and giant cacti. They can be found in 
nearly every environment and can be both natural inhabitants of a 
certain region or magical creations. They can provide cover, or act as 
obstacles to the players. 


Mutations (adversary type) This type of creature is not found in 
nature and are not the natural inhabitant of the world. They are often 
created by powerful mages, mad scientists, or other entities for 
specific purposes. They can be found in nearly every environment, 
from underground caves to the tops of mountains. They can be both 


friendly or hostile, and their behavior can range from animalistic to 
highly intelligent. 


Nuanced (stance) Characters and creatures with a nuanced stance 
are often portrayed as having no strong leanings towards good or evil, 
order or chaos. They may be more likely to act in their own best 
interest or the interest of their group rather than adhering to a 
particular moral code or code of conduct. They may also be more open 
to different perspectives, and willing to consider all options before 
making a decision. 


Ooze (adversary type) An ooze is characterized by its slimy, 
amorphous, and often hostile nature. They are typically depicted as 
creatures made of slime, mud, or other similar substances. Oozes can 
be found in various environments such as caves, ruins, and sewers, 
and are often weak to certain types of elemental magic. There are 
variations, such as poison oozes, acid oozes, and even metal oozes, 
that can have different abilities and resistances. They can also have a 
different appearance, from a simple blob of slime to a more complex 
and detailed creature. 


Order (stance) Characters and creatures with a stance toward 
order are often portrayed as orderly, disciplined, and dedicated to a 
set of rules or laws. They may be more likely to follow a code of 
conduct or moral principles, and less inclined to act impulsively or 
against established authority. They respect authority and rely on 
traditions and codes to uphold their values. 


People (adversary type) A category of being characterized by their 
shape and intelligence. They can walk on two legs, have two arms and 
possess a face with eyes, nose, and mouth. They can also possess 
cultures, societies, and languages drawn from history, mythology, and 
folklore. Common examples of peoples found in fantasy settings 
include humans, elves, and dwarfs. 


Priest (profession) A priest or priestess is a religious leader. They 
act as an official representative of one or more deities, wield sacred 
magic, and frequently act as healers. Some specialize as agents against 


creatures like demons or the undead. The roleplaying version stems 
from historical clergy and the vampire hunters portrayed in Hammer 
Horror films. 


Profession (character element) A specific role that a player 
character can take on. Professions are chosen by players at the 
beginning of the game and determine a character's abilities. Examples 
of professions include the mage, who uses magic, the soldier, who is 
skilled in fighting, and the burglar, who excels at stealth and thievery. 
Each profession has unique characteristics and abilities, and players 
must choose one that aligns with their desired play style and 
character concept. 


Renaissance World (setting type) A fantasy world inspired by the 
Renaissance period, characterized by a renewed interest in art and 
culture. These worlds often depict a society where technology and 
science are advancing, and magic and alchemy are being studied and 
understood in a new light. The society is often divided by a rigid class 
structure, but there is a growing sense of humanism and 
individualism, with traditional powers being challenged. 


Sacred Magic (magic) Sacred magic refers to powers and abilities 
granted by a god. In many fantasy role-playing games, it is associated 
with healing, protection, and the ability to perform miracles. 


Scout (profession) The Scout is a hunter and tracker and spends 
considerable time outdoors. The fantasy concept originates with 
Aragorn from Lord of the Rings, the legends of Robin Hood, and the 
Greek hero Orion. A scout can use sacred magic related to surviving in 
the natural world. 


Series (game element) A roleplaying series is a group of related 
adventures featuring the same characters and setting. It usually has a 
specific goal or objective that the players work towards throughout 
multiple sessions or adventures. 


Shaman (profession) A shaman is a religious figure associated with 
a reverence for nature. They wield sacred magic themed around 
animals, plants, and the environment. The fantasy roleplaying shaman 


is based mainly on Celtic druids, but bits of animism and various 
indigenous religion and folklore have crept in. 


Soldier (profession) The soldier is a professional fighter. They may 
have a military background but can be employed as bodyguards, town 
guards, or mercenaries. Fantasy roleplaying takes most inspiration for 
soldier characters from history seen through the filter of miniatures 
wargaming. 

Spirit (adversary type) An entity believed to exist in various 
cultures around the world. They can interact with the physical world, 
either by possessing living beings, influencing the natural world, or 
appearing as apparitions. Spirits have various characteristics 
depending on the culture and tradition. They are often classified into 
different categories, such as nature spirits (air, earth, fire, water, and 
so on), ancestor spirits (ghosts), and guardian spirits. They can be 
both benevolent and malevolent. 


Stance (character element) A character’s stance is a way to 
describe their moral and ethical beliefs. There are several possible 
stances, each of which can be thought of as a combination along a 
spectrum of two axes: good versus evil, and order versus chaos. 


Supporting Character (character type) A supporting character in 
a role-playing game is any character not controlled by a player. They 
are typically controlled by the guide and are used to help advance the 
plot, provide background information, or offer assistance or 
opposition to the player characters. 


Sword and Sorcery (genre) A sub-genre of fantasy that focuses on 
powerful, skilled, and often morally ambiguous heroes who embark on 
dangerous quests in a gritty and brutal world. Stories and settings 
tend to be violent, concentrating on action, adventure, and danger. The 
characters are usually warriors, thieves, or occasionally sorcerers, 
who possess extraordinary abilities such as combat skills or magical 
powers. 


Troubadour (profession) The troubadour is a performer that uses 
their talents to generate magical effects. While the stereotype is of a 
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singer, they can also be storytellers, actors, acrobats, or any other type 
of entertainer. The fantasy roleplaying version of this character type 
draws inspiration from Robin Hood’s sidekicks Alan-a-Dale and Will 
Scarlet, the Pied Piper of Hamlin, and Norse skalds. 


Unliving (adversary type) These beings are associated with death 
and the afterlife and are depicted as corpses or spirits reanimated 
through necromancy or other dark magic. The unliving can take many 
forms and are not bound by the laws of nature. They can possess a 
wide variety of unusual and often terrifying abilities, and are not 
affected by many of the things that affect living creatures. 


Witch (profession) The witch is a folk magician, reliant upon 
wisdom passed down from generation to generation rather than 
formal hermetic study. Their role is to serve their community, 
frequently as healers and diviners. 
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